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THANK YOU! 


For choosing Chps« H.Q. Ipr ywjr Turbogralx-16 Su - 
perSyslem We hope you wi# ■en|ov this and our other 
products lor the TurboGral* Please drop us a line to iel 
us know whal YOU think ol ou^ games and which 
games you would like lo play, 



Byiore using your ™w TurtwGhip game card, please 
read Ihis instruction manual carelully. EsmiUanj'e yoor- 
SOll With the proper use of your TurtjoGrarst-16 Enter¬ 
tainment SuperSyslom precautions concerning its use 
and the proper use of this TurboChip game card Please 
keep this manual in a safe place lor future reference 

C TAlTO 1990. 1992 
All riphts reserved 


TorboGrafit-16™ Entertainment SoperSystem 
TurboChip rM Game Card 


Warnings 

1. This video game may cause a burn-m image on 
your television picture tube. A burn-in image la 
an image which is pr?i manenl I y horned rnlo I he 
inside Of the picture lube DP not leave sialic Of 
Still Images {in pause Pr play mode) on yOur 
television screen for extended period* pr time. 
When playing this game, it Is advisable Id re¬ 
duce the screen brightness to help avoid 
■mage burn-ln on the picture tube. 

2 Be sure that the power is turned otf when changing 
game cards 

3. TNs is a precision device and shouki not be used 
or stored under conditions of excessive tempera¬ 
ture or hurrmfrty 

4 Do not Iptcibly beod your TurhoChip game cards 

5 Do not touch lhe mstde ol the terminal area or ex¬ 
pose Ihe SuporSysiem to water, etc., as this might 
damageihe unit. 

6, Do not Wipe your SoperSystem or TurtwChip 
game cards with volatile iiquufc such as paint thin¬ 
ner or ben zone 


TurboChip game cards are made especially lor use 
wnti the TurboGrafn-16 Entertainment SuperSys- 
tem and the TurboEipress Handheld Entertain¬ 
ment System and will not operate on oltier 
systems 

Any duplication or rental ol this software is slriclly 

prohibited 



Task Force: Chase 
— The Story So Far.».***.* 

Controller Operations..*.* 

General Rules.,.*..*.*.*. 

Display Window ,.. 

How to Play***.*.*.*.**. 

Scoring.*.... 

Bonus.*.. 

















'police: _ 

— *76e Starcf S& *pcir 

New York hits become a haven for drug dealers* murderers, anti 
petty criminals of all sorts. The New York City Police Department 
has established a special task force to help clean up the city. Based in 
Manhattan* the Chase task force is responsible for handling danger¬ 
ous, high-speed car chase operations to apprehend escaping crimi¬ 
nals. 

The task force is led hy Detective Tony Crib- 
son* a former Formula I driver* With his part¬ 
ner Raymond Brody he patrols (he city in Ins 
specially armored and supercharged Chase 
<J2«S4. 

Tony and Kay receive an urgent radio call. 

The dispatcher tells them that the Idaho Ripper 
has escaped his holding cell at the Tombs and is 
headed into the New York suburbs in a white 
sports car* 
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Their first problem is to find the car. The Kipper is wily, hut Tony 
and Kay know these streets better than anyone, and soon they’ve 
spotted their quarry. The dome lights ilash, the siren wails and the 
chase Is on. 



The enemy is tough and smart. The only 
way to stop him is to disable his car* Tony is 
relentless* lie keeps ramming the getaway ear 
until it can no longer move. Tony and Kay 
make the bust and the Ripper goes hack to 
jail. 

As a new member of the task force, your 
mission is to use these tactics in your own 
C hase *J2HS4 to apprehend the criminals and 
clean up New York. This is dangerous work, 
and in the process you must use all your skills 
to avoid hurting citizens. If you are success¬ 
ful, you will receive a special commendation 
from the police commission, 
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SELECT: 

Turbo operation 


RUN: 

Stan or pause game 


Sutton II: 

Brake 


Button \; 

Accelerate 


Direction key: 
Right and left 
steering 


Up for Ngh gear 
Down for low 


Driver Tips 

* As you hold dimii the accelerator (Ij, your speed will increase to 
maximum. When you release the button, (he brakes come on and 
bring (he car to a halt. 

* The brakes work faster in low gear (speed 1) than in high gear 
(speed 2h 

" The turbo units increase acceleration and tog> speed for five sec¬ 
onds. You have three units per mission. 

* Pressing the direction key diagonally has no effect. 

* Hold down RUN and press SELECT to reset. 



Unlike conventional driving games, the purpose of this game is to appre¬ 
hend the suspect. Your first job is to finJ the getaway car. The distance 
between your car and the getaway car is shown on the distance meter. 
When you catch up with the target car, the timer will restart and your 
tlashcrs will come on, Chase the target car and rain it repeatedly to stop it. 
The damage you have done to the car is shown on the damage meter. 
When the damage indicator reaches maximum, the target ear stops. The 
suspect is apprehended and you may move on to your next mission. 
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Turbo uniis 
\ available 


WAY*'; 


Mission number Gear Time remaining Distance meter 

I / 7 / 

i / 1 

- - k i f 1WE LiiEJ Jfjj JDZ 


BESwDsiiJa 
/ r « 


TP/C DJS'JJjj 

nr 


Score 


Passing points 
Attack points 


! d.prlFfl 


Damage meter Speed meter 
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>?W ta Pttuf, 


Insert the Turhochip into ihe TurboGrafx-16 or Turbo Duo and turn the 
power on. Press RUN to gel the title screen followed by the regular game 
screen, Vour car appears. Press Button I to start moving. The timer starts 
at this point. The game ends if you cannot find the target car by the time 
limit. When you find the car, the timer restarts, adding chase time to your 
remaining search time. Your flashers and siren come on at this point. As 
you rant the suspect's car and it slows down, the damage indicator rises. 
As the target car slows, your car slows with it. When the cars stop, the 
mission is cleared and you sec the arrest screen. 
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Finding the getaway car and making the arrest 


Arrest screen 


OK! You're under arrest ttn 
suspicion of drifted r^Mhrry 
ijn ii I tin ir der , 



This appears when ihe mission is cleared. Your score, including bonus, is 
displayed. 


Citizen cars 

All cars other than the target car arc citizen cars. If you hit a citizen car. 
your car will slip sideways and skid. Keep your course with caution. 

Obstacles 

If your car hits a tree, rock or other obstacles along the way, you may 
crash. 


As you drive, the distance be¬ 
tween you and the suspect (shown 
on the distance meter) gets 
smaller. When the getaway car 
appears on the screen (indicated 
by an arrow ), your partner turns 
on the flasher and the siren comes 
on. I he arrow will stay on screen 
during the chase when the dis¬ 
tance between your car and the 
suspect's car is within a certain 
range (except in mission 5), The 
timer restarts, adding to the re¬ 
maining search time up to a limit 
of 99 units. The damage indicator 
rises as you ram the target car. 
Keep ramming until the target car 
starts smoking, catches fire and 
stops. Now make the arrest. 



CRIMINALS HERE 



The arrow indicates the target car 
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Course 


Tunnel 

If you hit the wall, sparks fly and your car slows down. If you hit the wall 
at tunnel entrance, your car stops and is automatically relocated to the 
center of the course. 
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Sc&Utty. 


There are three kinds of [mints. 

RUNNING POINTS are given according to mileage. 

A PASSING BONUS (200 points up to a limit of 8000 points.) is given 
every time you pass a citizen car without hitting it. When you hit a citizen 
car. you lose all bonus points and start over. 

ATTACK POINTS are given when you ram the getaway car. 
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W lien ihe car slops, the mission is cleared. Iti the arrest scene, 
the hill ii w ing Ik muses are added to your score; 

Mission bonus:: Mission number multiplied by 10.000 points 

# When the fifth mission is cleared* the remaining credits multiplied by 
2O0 P OOO points arc added to your mission bonus. 


Time luuuis; Remaining time multiplied by 5*(HK) points 



TurboChip™ 90-Day E Jniited Warranty 


Turbo Technotogies. ItK.i TTl"| warrants to in*? anginal 
consumer purchaser lhal Eh .s product shall be tree from 
delects *n material and workmanship under Eh*? talk; wing 

HOW LONG IS THE WARRANTY 

This product is warranted to* SO days from The data of 
Ihe firs! consumer purchase 

WHO IS PROTECTED 

T;h*& warranty may be enforced only by the first con¬ 
sumer purchase*. You should save your proof or pur¬ 
chase, and be prepared to present it m case of a 
warranty claim. 

WHAT IS COVERED 

Except as specified below, (his warranty covers all de¬ 
lects in material pr warkm. insh.p in #115 product The tal¬ 
lowing are not covered by the warranty- 

1 Any product that >5 not distributed m |hp USA. by 
TTl, or |ha! is not purchased in the U S A Itprn an 
authorized TTl dealer, or that is sent lor warranty 
service from oulsde the U-S-A. 

2. Damage, daienoralion or fnatruoohon resulting 
from: 

a) Accident, negligence, misuse, abuse, neglect, 
■mpaci. fire, liquid, lightning or other acts ol 
nature, commeroalot industrial use, product 
modrheatron or lampenng.Failure to follow 
mstiuiGUwis supplied with Iheproducl. 

b) Repair or attempted repair by anyone not 
authorized by TTI r 

c) Any sJt^mwnt ol Ihe producl (dams must be 
submitted to me carrier); 

dj Removal or ihstaMaimfi of the product, and 
b| Any Other pause that does npt relate to a 
delect in malerial or workmanship. 

3. Any prpducl as TO which the TTl serial number has 
been altered, defected, 0 * removed 


HOW TO OBTAIN WARRANTY SERVICE 

For warranty mlormaHon, call 1-300-3E6-013& 

Monday-f nday S W AM, lo 7:00 P M Central Time 

LIMITATION OF IMPLIED WARRANTIES 

Any applicable implied warraniies. induing warranties 
of merchantability and fitness for a particular purpose, 
are limned in duration to Ihe length el this warranty, and 
are subject lo all conditions herein, 

EXCLUSION OF DAMAGES 

TTl 5 liability Idr any product i$ limited lo the repair or re¬ 
placement at the produCI at our obtion. TTl shall not be 
liable for: 

1 Damage lo other property caused by this product, 
damages based upon inconvenience. Ross of use 
ol ihe product, loss of lime, commercial loss, or 

2 Any other damages, whether incidental, con¬ 
sequential or otherwise, 

&ONE STATES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS 
AND OR DO NOT ALLOW THE EXC LUSION OR LiMi 
TATJONOF INCIDENTAL OR CONSEQUENTIAL DAM 
AGES. SO THE A&OVE LIMITATIONS AND 
EXCLUSIONS MAY NOT APPLY TO YOU- 

HOW STATE LAW RELATES TO THE 
WARRANTY 

This warranty gives you specific legal rights, and you 
may also have other rights which vary from slate to 
state. 

Turbo Technukjgies, IhC- 

•&701 Center Drive West. Suite WO 

Lw Angeles.CAMKMS 
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The world's wildest hockey game 


is about to begin. The rink is packed with fans eagerly 
waiting to see magnificent techniques and raw fighting action. 

You are the player. 

Dodge the enemy's offense, work with your teammates, and 
execute Super Shots into the opposition's goal. 



‘’TurboGrafx*, and TurboChip" are trademarks 
"TurboTap and "TurboPad' are registered trademarks 
Tano™ and Chase H Q are trademarks of Taito 
Corporation 

Printed m Japan 

TGX030096 


Distributed by 

Turbo Technologies. Inc. 

6701 Center Drive West. Suite 500 
Los Angeles. CA 90045 


































































